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The present invention relates to a game machine that provides a clear display of symbols in 
5 multiple winning arrangements or win lines related to the symbols. 



BACKGROUND OF THE INVENTION 

Conventional game machines that display various symbols including wild symbols in the 
display area are well known. When pre-determined combinations of the symbols are arranged in 
10 such a way that a win is established, these game machines visually display the symbols or the win 
lines related to such symbols. Since the wild symbols play a special role of substituting for the 
other kind of symbols, it is easy for players to understand the win by clearly displaying that the 
pre-determined arrangement including the wild symbols is established. 

However, when the pre-determined arrangement of symbols including at least one wild 
15 symbol establishes multiple wins, the player may be confused and may not understand by which 
arrangement of symbols he has won. Therefore it is desirable to display the winning arrangement 
including the wild symbol so that the players can easily understand. 

On the other hand, the player's anticipation for a change of the game points tends to be 
greater when multiple wins are established by the pre-determined combinations of the symbols 
20 including the wild symbol than when only one winning is established. Conventionally, the wild 
symbols only have the one role of substituting for the other symbols. However, it is possible to 
provide a more attractive game by adding a new function to the wild symbols. 

The present invention considers these backgrounds and provides a game machine that is 
capable of arousing the interest and the anticipation of the players by displaying the arrangement of 
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symbols that relates to winning in a way that is easy to understand, when the win is established by 
including the wild symbols in the arrangement of the symbols. 

SUMMARY OF THE INVENTION 
5 To achieve the above mentioned objectives, a game machine according to the present 

invention includes: a display module that is capable of displaying a changing display at a start of a 
game, wherein multiple static symbols displayed in multiple areas are changing constantly to 
various symbols including a wild symbol, and that is also capable of displaying a static display 
wherein the symbols in the changing display become static again in the multiple areas; an 

10 evaluation module that can recognize arrangements of the static symbols; and a display mechanism 
that visually displays either arrangements of symbols by which multiple wins are established and/or 
win lines that are related to such arrangements of symbols, when the evaluation module recognizes 
and determines that a pre-determined combinations of symbols, in which at least one wild symbol 
is included, is arranged in such a way that multiple wins are established. 

15 Thus, the game machine of the present invention displays visually the pre-determined 

combinations of symbols or the win line related to the arrangement of symbols when combinations 
of symbols, in which at least one wild symbol is included, are arranged in the predetermined way 
so that multiple wins are established. By these displays the player can easily recognize not only the 
winning but also the combinations and the arrangements of the symbols by which the wins are 

20 established. As a result the player's interests in the game are aroused. 

According to another aspect, the present invention provides a game machine comprising: a 
display module that is capable of displaying a changing display at a start of a game, wherein 
multiple static symbols displayed in multiple areas are changing constantly to various symbols 
including a wild symbol, and that is also capable of displaying a static display wherein the symbols 
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in the changing display become static again in the multiple areas; a static symbol determining 
module that determines each symbol to be in static display in the display areas; an evaluation 
module that can recognizing arrangements of the static symbols determined by the static symbol 
determination module; and a display mechanism that visually displays either arrangements of 
symbols by which multiple wins are established and/or win lines that are related to such 
arrangements of symbols, when the evaluation module recognizes and determines that pre- 
determined combinations of symbols, in which at least one wild symbol is included, are arranged in 
such a way that multiple wins are established. 

Regardless of whether the symbols are really displayed statically or not, when the static 
evaluation module recognizes the multiple winning arrangements of symbols, one of which is the 
wild symbol, the symbols in the pre-determined arrangement and the win line which is related to 
these symbols are displayed visually. By these displays, the player can recognize easily which 
combinations and arrangements of symbols made him win. As a result the player's interests in the 
game are aroused. 

According to another aspect, the present invention provides a game machine in which the 
display mechanism sequentially displays either the symbols in the multiple winning arrangements 
and/or the win lines related to the symbols in the multiple winning arrangements according to each 
individual winning pattern established by the arrangements of the symbols. 

Thus, the win lines are sequentially displayed according to each individual winning pattern 
established by the arrangements of symbols. In other words, the win lines are displayed one by 
one with time intervals. This procedure allows the player to grasp the established win line more 
easily than all the win lines are displayed at one time. As a result of the player's interests in the 
game are aroused. 

According to another aspect, the present invention provides a game machine in which the 
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display mechanism vibrates in the display module the symbols that are arranged to establish 
multiple wins which share at least one common wild symbol. 

When the pre-determined combinations of symbols are arranged in such a way that multiple 
wins are established, the symbols that constitute the winning arrangements vibrate. Because of the 
5 vibration of the symbols the players can recognize easily which win line and arrangement of 
symbols made him win, i.e., the player can easily recognize if there was a win or not. As a result, 
the player's interest in the game is aroused. 

According to another aspect, the present invention provides a game machine in which the 
display mechanism uses a time interval to change the common wild symbol shared in the winning 
10 arrangements to other types of symbols that established the winning arrangement. 

Since the wild symbol included in the winning arrangement is changed into other kind of 
symbols in the winning arrangement within a certain interval time, the player can recognize easily 
as soon as the winning is established the combination of symbols by which he wins. As a result the 
player's interests in the game are aroused. 
15 According to another aspect, the present invention provides a game machine in which the 

display mechanism displays the wild symbol in one display area in a static display, while the 
symbols in any other display area are in changing display. When the evaluation module determines 
that the pre-determined combinations of symbols are arranged in multiple winning arrangements, 
the wild symbol is vibrated. 
20 While the symbols in any of the display area are in the changing display, the wild symbol 

becomes static in other display area and the evaluation module determines that the pre-determined 
combinations of symbols are arranged in such way that multiple wins are established by including 
the common wild symbol, and then the wild symbol is vibrated. By this vibration the player can 
recognize easily that the wild symbol is included in the winning combinations of symbols. Because 
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the player can know that he won before all the reels stop, he is eager to know by which 
combination of symbols he won. As a result the anticipation of the player to the game result is 
aroused. 

According to another aspect, the present invention provides a game machine that also 

5 includes a selection module that selects a multiplication factor for the game points that is pre- 
determined according to the winning arrangement of the symbols wherein the multiplication factor, 
together with the wild symbol, is displayed in each display area of the display module where the 
wild symbol is displayed. 

Since the multiplication factor for the game points is selected according to the winning 

10 arrangements of symbols and displayed together with the wild symbol, the player becomes eager to 
know the winning game points. As a result the player's anticipation to the game result is aroused. 

According to another aspect, the present invention provides a game program that reads a 
series of operations into a computer and performs conversion to commands to execute the 
operations, wherein the series includes the following operations: providing a display which consists 

15 of a changing display in which multiple static symbols displayed in multiple areas are changing 
constantly to various symbols including a wild symbol, and a static display in which the symbols in 
the changing display become static again in the multiple areas; determining the static symbols in 
each of the display areas; recognizing the arrangement of the selected symbols; and providing 
visual display of either arranged symbols and/or a win line associated with the multiple winning 

20 arrangement of symbols when the pre-determined combination of the symbols are arranged so that 
multiple wins are established by including at least one of the wild symbols. 

Thus, the symbols of the pre-determined arrangement or the win line related to the symbols 
are visually displayed, when the arrangements of the symbols that are selected by the symbol 
selection module, regardless if the symbols are displayed statically or not, are the pre-determined 
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combinations of symbols arranged in such a way that a multiple wins are established by including 
at least one wild symbol. By these displays the player can easily recognize that not only the 
winning but also the winning combinations and arrangements of the symbols. As a result the 
player's interest in the game is aroused. 

5 

BRIEF EXPLANATION OF THE FIGURES 

Fig. 1 is a perspective drawing showing the exterior of the game machine related to an 
embodiment of the present invention; 

Figs. 2 A and 2B are block diagrams of the electric composition of the game machine 
10 related to an embodiment of the present invention; 

Fig. 3 is a flow chart of the operations of the game machine related to an embodiment of 
the present invention; 

Fig. 4 is an example of a display in the symbol display module; 
Fig. 5 is an example of a display in the symbol display module; 
15 Fig. 6 is an example of a display in the symbol display module; 

Fig. 7 is an example of a display in the symbol display module; and 
Fig. 8 is an example of a display in the symbol display module. 

LIST OF DESIGNATORS 
20 1: game machine, 2: case, 3: front panel, 7: symbol display module, 30: CPU, 31: ROM, 32: 
RAM, 37: display module control circuit, 61: the upper frame of the first reel, 62: the upper frame 
of the second reel, 63: the middle frame of the third reel, 64: the middle frame of the first reel, 65: 
the lower frame of the second reel, 66: the upper frame of the fourth reel, 67: the middle frame of 
the fifth reel, 71: the first reel, 72: the second reel, 73: the third reel, 74: the fourth reel, 75: the 
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fifth reel, 81: wild symbol, 82: wild symbol, 83: wild symbol, 84: wild symbol, 85: ant symbol, 
86: mole symbol 

DETAILED DESCRIPTION OF THE PREFERRED EMBODIMENTS 

5 A game machine according to an embodiment of the present invention is explained below. 

The game machine, according to this embodiment of the present invention, visually displays the 
symbols or the win lines related to the symbols when it is determined that the pre-determined 
combinations of symbols are arranged in multiple winning arrangements by including at least one 
wild symbol. The wild symbol is a symbol that can substitute for multiple types of specific 

10 symbols. Even if one of the symbols in a pre-determined winning combination is substituted by a 
wild symbol, the combination is still a winning one. A win line is defined as a line on which a win 
is established when a pre-determined combination of symbols are arranged. The multiple winning 
arrangements with multiple wins due to a shared wild symbol are defined as overlapping win lines 
or arrangements in which pre-determined combinations of the symbols form winning arrangements 

15 and the wild symbol is displayed statically in the display area where multiple win lines cross or 
where multiple numbers of winning arrangements overlap. When the symbols are arranged in 
these winning combinations, the static wild symbol in the crossed or overlapped display areas 
constitute not only a part of one winning arrangement but also constitute a part of another winning 
arrangement. 

20 In the embodiment of the present invention, as shown in Fig. 6, the winning arrangements 

are set as an upper frame 61 of the first reel 71, an upper frame 62 of the second reel 72, and a 
middle frame 63 of the third reel 73 in one arrangement; and a middle frame 64 of the first reel 71, 
a lower frame 65 of a second reel 72, a middle frame 63 of a third reel 73, an upper frame 66 of a 
fourth reel 74, and a middle frame 67 of a fifth reel 75 in another arrangement. Further, as shown 
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in Fig. 5 through Fig. 8, at the middle frame 63 of the third reel 73, symbols 81, 82, 83 and 84 
that are continuously changing are defined as wild symbols. As shown in Fig. 6, the wild symbol 
has a function of changing and displaying the multiplication factor for the game point. 

Thus, the present invention can be applied to game machines with mechanical reels or 
5 video reels by displaying the multiple symbols including wild symbols in a changing manner and 
by displaying the symbols in a static display based on the result of the internal random selection. 

The present invention can be applied to all devices (e.g. game machines) that can display 
symbols. In the example in this description, the present invention is applied to a game machine 
that can provide a changing display of a row (or, alternatively, a column) of multiple types of 

10 symbols, and based on internal selections, provides the static display of symbols that were being 
changingly displayed. The section that changingly displays the symbols can include mechanical 
reels or video reels that provide a changing display of symbols as images in a liquid crystal screen 
or the like. The present invention can be implemented for game machines that, as in slot 
machines, determine stopping timing and a stopping sequence for the reel by having a player 

15 actively operate a stop button, as well as for game machines that, as in pachinko game machines, 
sequentially stop the reels automatically regardless of the player's intent. Also, in this embodiment 
of the present invention, coins will be used as the example for the game prize, but the present 
invention is not restricted to this type of game prize, and any other medium that can provide game 
points such as pachinko balls can be used. 

20 In Fig. 1, a game machine 1 is formed from a case 2 and a front panel 3 attached to the 

front surface of the case 2 so that it can be opened and closed. A liquid crystal panel or a CRT 
(Cathode-Ray Tube) is disposed behind the front panel 3, and a symbol display module 7 
displaying symbols, e.g., in five columns, is provided. This embodiment of the present invention 
uses video reels. A program is executed to display five reels on the symbol display module 7. 
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As shown in Fig. 4, the symbol display module 7 includes five reels that can display 
symbols in a changing or static manner along the column direction (vertically with respect to the 
game machine). More specifically, there are: a first reel 71, a second reel 72, a third reel 73, a 
fourth reel 74 and a fifth reel 75. The reels 71-75 can display the symbols in a changing or static 
5 manner. 

The symbol display module 7 displays the wild symbol and other types of symbols and as 
described above, displays multiple types of symbols in a vertically changing manner. Based upon 
the result of the internal selection, symbols in the changing display are then stopped. 

When it is determined that a pre-determined combination of symbols is displayed in 

10 multiple winning arrangements including at least one common wild symbol, the player may not 
realize by which combination of symbols he won. This embodiment of the present invention 
demonstrates the combinations of ant symbols 85 at the upper frame 61 of the first reel, the upper 
frame 62 of the second reel, and the middle frame 63 of the third reel; and mole symbols at the 
middle frame 64 of the first reel, the lower frame 65 of the second reel, the middle frame 63 of the 

15 third reel, the upper frame 66 of the fourth reel, and the middle frame 67 of the fifth reel. In this 
case, the wild symbol of the middle frame 63 of the third reel is used as the ant symbol 85 and also 
used as the mole symbol 86. When multiple wins are won by the arrangements sharing a wild 
symbol as shown above, the symbols in the winning arrangements are displayed in different and 
overlapping arrangements, and the wild symbol functions as multiple and different symbols. 

20 Therefore, it is difficult for the player to understand by which combination or arrangement of 
symbols he won. This embodiment of the present invention, as shown in Fig. 5, provides each 
symbol with a vibrating function when the winning arrangements are composed. By this vibration, 
the player can easily recognize the winning combinations and arrangements of the symbols. Thus, 
the interest of the players is attracted to this game and the anticipation for the change of the game 
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points after the winning is aroused. 

Also disposed on the front surface of the case 2 are a coin deposit opening 10 and a coin 
return button 10a that returns a coin in cases such as when a deposited coin is stuck. A start lever 
1 1 is a lever used to start the rotating display (changing display) on the reel display module 7. 

5 The game of the game machine 1 starts by having the player perform a bet operation to 

identify a valid win line. Different win line settings are possible, such as the horizontal center line, 
an upper or lower horizontal line, and a diagonal line. The bet operation is performed by 
depositing a coin in the coin deposit opening 10 described later or by performing a bet operation 
with a coin being stored using a stored coin deposit button 21. Bet operations can also be 

10 performed through a combination of these methods. 

Further, not only may the win lines be pre-set at the start of a game as described above, but 
also a win may be determined by a pre-determined arrangement of the symbols. For example, a 
bonus game is won when three bonus symbols are displayed in any of the three regions in the 
symbol display module 7. Compared to when the win lines are preset, the degree of freedom in 

15 winning is higher and the anticipation of the players increases when the wins are determined based 
upon the pre-determined arrangement of symbols regardless of the win lines as described above. 

Once the player has identified a win line through a bet operation and operated the start 
lever 11, the symbol display module 7 displays the symbols in a changing manner. When a 
predetermined duration has elapsed, the symbols being displayed in a changing manner are 

20 sequentially displayed in a static manner by the symbol display module 7. For example, the 
stopping sequence can, when facing the machine, go from left to right. When performing this 
stopping procedure, the stopping operations are separated by 0.5 second intervals. When the 
symbols are stopped and a predetermined symbol combination is displayed on one of the win lines, 
a win associated with the predetermined symbol combination is awarded. 
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A coin payout opening 15 and a coin holding tray 16 are disposed below the front panel 3. 
A game effects display 17 is disposed above the front panel 3 to provide game effects. The game 
effects display 17 can be, for example, an LCD (Liquid Crystal Display) or can be formed from 
various types of lamps. In the example presented in this embodiment, an LCD is used. A bonus 
5 game display 18 is also disposed above the front panel 3. The bonus game display 18 is formed 
from LEDs (Light Emitting Diodes) and provides displays for high-value bonuses awarded to the 
player, game effects, errors, and the like. Speakers 19 generate voice instructions, music, sound 
effects, and the like. If a bonus prize is won, the game becomes more advantageous for the player, 
e.g., the win rate can become 1/3. 

10 Multiple lamps 20 disposed on the front panel 3 are turned on, turned off, or turned on and 

off, in order to indicate the number of deposited coins (or the number of credits that have been 
bet), the activated win line, or when there has been a win. The stored coin deposit button 21 is a 
button for using a predetermined number of coins stored (credited) in a coin storage device (not 
shown), and a stored coin deposit button 22 is a button for using the maximum allowed number of 

15 coins stored in the coin storage device (not shown). A coin storage count display module 23 
displays the number of coins stored in the coin storage device (not shown). A win count display 
module 24 displays a win count or a remaining count or the like when a bonus is won. A coin 
payout count display module 25 displays a coin payout count and the like. The coin storage count 
display module 23, the win count display module 24, and the coin payout count display module 25 

20 can be formed, for example, from LEDs. An accounts button 26 settles accounts with regard to 
the stored coins. A locking device 27 locks and unlocks the door depending on the direction in 
which the locking device 27 is turned. A label 28 indicates the type of the game machine 1, the 
name of the manufacturer, or the like. 

Figs. 2 A and 2B show the electronic architecture of the game machine according to this 



{M:\9868\0m896\00034026.DOC IlliyianillllllU } 



- 11 - 



embodiment. The game machine 1 is formed, electronically, from a main substrate A and a sub- 
substrate B. The main substrate A is equipped with a CPU 30, a ROM 31, and a RAM 32 and 
performs control operations according to a program set up ahead of time. In addition to a control 
program for controlling the operations of the game machine 1, the ROM 31 stores win group 

5 selection tables and the like used to determine win groups ahead of time (an internal selection). 
The CPU 30, the ROM 31, and the RAM 32 form an evaluation module and a selection module. 

Also, the CPU 30 is connected to a clock generator circuit 33 generating a reference clock 
pulse and a random number generator circuit 34 generating random numbers in a fixed manner. 
The CPU 30, ROM 31, RAM 32, and the random number generator circuit 34 form a static 

10 symbol selection module. A control signal from the CPU 30 is sent by way of an output port 35 to 
a coin payout device 36 that performs coin payout and to a display module control circuit 37 that 
controls the symbol display module 7. The symbol display module 7 and the display module 
control circuit 37 form a display module, and the CPU 30, the ROM 31, the RAM 32, the symbol 
display module 7, and the display module control circuit 37 form an indicating mechanism. 

15 Also, the CPU 30 receives, by way of an input port 43, signals from a coin evaluation 

device 38, which determines whether a coin is valid or not, a payout coin counter 40, which counts 
the number of payout coins, and the start lever 41, which starts the rotation of the reel. Signals 
output from the CPU 30 are controlled by a transmission timing control circuit 45 controlling 
signal transmission timing to the sub-substrate B and are sent to the sub-substrate B by way of a 

20 data transmission circuit 46. 

At the sub-substrate B, the signal sent from the data transmission circuit 46 is received by 
the data input circuit 47. The signal received by the data input circuit 47 is processed by a CPU 
48. The CPU 48 is connected to a clock generator circuit 49 generating a reference clock pulse, a 
control/image ROM 50 in which various programs and image data are recorded, and a RAM 51. 
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Data relating to images are sent from the CPU 48 to the liquid crystal display 53 by way of a 
display circuit 52, which performs image processing. A liquid crystal display 53 displays text, 
static images, and moving images. Also, data relating to audio is sent from the CPU 48 to an amp 
circuit 56 by way of a sound LSI (Large Scale Integrated Circuit) 54, which performs audio 
5 processing. The sound LSI 54 extracts necessary audio data from an audio ROM 55 and performs 
audio data processing. The audio data that has been amplified by the amp circuit 56 is sent to the 
speakers 58 by way of an audio adjustment circuit 57, which performs audio adjustments. 

Next, the operations of a game machine according to this embodiment of the present 
invention will be described. Fig. 3 shows a flowchart illustrating the operations performed by the 
10 game machine 1. Fig. 4 through Fig. 8 are samples of displays in the symbol display module 7. 

Ordinarily, a game starts by an input by a player (step SI). As mentioned above, a win 
line is determined by the bet operation of the player and the start lever 1 1 is handled. 

A win may be determined by not only the win line set at the start of the game but also by a 
pre-determined arrangement of symbols. When a win is determined by a pre-determined 
15 arrangement of symbols, the anticipation of the players is aroused because of the uncertainty of the 
winning arrangement compared to when the win line is pre-determined. 

Next, random numbers are obtained for stopping numbers of the reels from the first to the 
fifth reel (step S2), and then the reels from the first to the fifth begin spinning (step S3). The 
display module displays, as shown in Fig. 4, the symbols spinning and changing in each of the reel 
20 display areas. The direction of spinning may be downwards or upwards. The reels may be set not 
only in rows but also in columns, and the direction of spinning may be from the left to the right or 
from the right to the left. 

Next, the spinning of the first to fifth reels is stopped sequentially (step S4). In this 
example, reels are stopped sequentially with pre-determined time intervals from the first reel to the 
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fifth reel. The time interval may be, for example, 0.5 seconds. In this embodiment, as shown in 
Fig. 5, the wild symbol is displayed statically in the middle frame 63 of the third reel, the ant 
symbols 85 are displayed statically in the upper frame 61 of the first reel and the upper frame 62 of 
the second reel, and the mole symbols 86 are displayed statically in the middle frame 64 of the first 

5 reel, the lower frame 65 of the second reel, the upper frame 66 of the fourth reel and the middle 
frame 67 of the fifth reel. Next, an evaluation is performed to see if there is a normal game win, 
and an evaluation is performed to see if there is a win based on multiple combinations involving a 
shared wild symbol (step S3). 

As the result of these evaluations, as shown in Fig. 5, it is found that wins are established 

10 in the win line formed by the upper frame 61 of the first reel, the upper frame 62 of the second 
reel, and the middle frame 63 of the third reel, as well as by the win line formed by the middle 
frame 64 of the first reel, the lower frame 65 of the second reel, the middle frame 63 of the third 
reel, the upper frame 66 of the fourth reel, and the middle frame 67 of the fifth reel. When wins 
are established by multiple combinations of the symbols including the wild symbol, the wild 

15 symbol and the symbols involved in the wins or the win lines related to the wins are displayed 
visually by animation (step S6). For example, as shown in Fig. 5, the symbols in the win 
arrangements are vibrated. Further, as to the wild symbol 81, a display depicting a voice shouting 
"wild" from a hole is shown. At this time, voice data for shouting "wild" may actually be output 
through a speaker. As a result, the player can easily recognize that the pre-determined 

20 combinations of the symbols including a common wild symbol are arranged in multiple winning 
arrangements, that the specific wild symbol is shared by the multiple winning arrangements, and 
that the wins are established by the specific arrangements composed of the combination of the 
specific symbols, thus attracting the player's interest to this game. 

As described above, the symbols in the winning arrangements that include the wild symbol 



{M:\9868\0m896\00034026.DOC IHI1IUIIII } - 14 - 



or the win line related to such symbols are vibrated by animation but another method may be 
employed to display these symbols visually. For example, the shape, the pattern, the color of the 
symbols or the linkage among the symbols may be changed. By these changes in display the player 
can recognize the common wild symbol, the symbols involved in the winning arrangements, and 

5 the arrangements of the symbols. 

Next, the game point multiplication factor selection based on the wild symbol is displayed 
by animation (step S7) and a random number for a multiplication factor for the game points is 
obtained (step S8). As shown in the middle frame 63 of the third reel in Fig. 6, the multiplication 
factor for the game points is determined and displayed in a multiplication factor animation in the 

10 wild symbol (step S9). In this embodiment, as shown in the symbol 82 in Fig. 6, a mole with 
different features from other moles (for example, a mole looking like a middle aged woman) is 
animated to show its face from the hole in the wild symbol shown in Fig. 5, with a card displaying 
the multiplication factor that suggests the game points are changed. This continuous-time 
animation depicts a mole jumping out of the hole of the wild symbol. 

15 in Fig. 6, the multiplication factor for the game points is determined to be 2 but this factor 

can be changed to 3, 4, or higher according to the random numbers obtained for the multiplication 
factor for the game points. The player's anticipation for the multiplication factor is increased 
through this process. When the multiplication factor is determined, the pre-determined game 
points are multiplied by the multiplication factor and paid out with coins. 

20 In the above mentioned explanation, the wild symbol 82 was depicted as a mole looking 

like a middle aged woman in animation. However, the wild symbol 82 may be depicted as other 
figures and does not need to be in animation. Therefore, the present invention can be applied to 
game machines not only with video reels but also with mechanical reels. 

Further, the display of the multiplication factor for the game points is not restricted to the 
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display area of the wild symbol but may be carried out in other areas. For example, to emphasize 
the multiplication factor for the game points, the display can be expanded beyond the boundaries of 
the display area of the reel for the wild symbol. By this display, the player can recognize more 
easily the change in the multiplication factor for the game points, thus the interest in the game is 
5 aroused. 

Still further, the display is changed to make the winning combination of the symbols more 
easily understandable. That is, as shown in Fig. 7 and Fig. 8, the wild symbol is changed to the 
ant symbol 83 and the mole symbol 84 in an alternating manner to demonstrate that the wins are 
established by the ant symbols and the mole symbols. At the same time the multiplication factor 

10 for the game points is displayed to visually show the change in the multiplication factor for the 
game points. By this display, the player can recognize more easily the multiple numbers of the 
winning combinations of the symbols. As a result, the player's interest in the game is aroused. 

On the other hand, when multiple winning combinations that include the wild symbol are 
not found at step S5, procedures in step S10 are carried out. 

15 The result of the game is displayed (step S10) and if there are wins, the remaining coin 

count (credit) is added (step Sll), and the game returns to the game start stand-by state. 

The present invention can be applied to not only game machines with reels, as described 
above, but also to game machines playing games such as poker and black jack while displaying the 
cards. The present invention can also be applied to game machines playing bingo games. 

20 In the explanation described above, the evaluation module recognizes the arrangement of 

each symbol after the symbols are statically displayed. However, the evaluation module can 
determine each symbol for the static display in each display area independently, either before or 
after the changing or static display of the symbols and then can recognize the arrangement of the 
symbols and determine whether there is a win. 
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By this process, the present invention can be applied to game machines that determine the 
wins from the arrangement of symbols before they are in the static display, and in such game 
machines, the player can easily recognize the establishment of multiple wins involving a common 
wild symbol. 

5 Further, in game machines in which the arrangements of the symbols are determined 

independently of the static display of the symbols, the common wild symbol can be vibrated and 
the player can be notified of the wins beforehand, while the wild symbol is statically displayed and 
other symbols are still in the changing display, when the evaluation module determines that the 
wins are established by multiple combinations of the symbols including the common wild symbol. 

10 For example, assuming that all the reels start spinning and each reel is to stop sequentially with a 
pre-determined timing, and further assuming that only the first reel 71 stops spinning while the 
other reels are still spinning, the wild symbol is statically displayed in the display area of the first 
reel 71, and when the wild symbol is commonly included in the multiple winning arrangements, 
the wild symbol in the first reel 71 is vibrated. 

15 Thus, when the first reel 71 containing the wild symbol is in static display while other reels 

are in changing display, and the wild symbol is determined to be involved in the multiple numbers 
of wins and the wild symbol is vibrated, thereby increasing the player's anticipation for the wins. 

Further, symbols in multiple win arrangements or win lines associated with symbols 
arranged so that multiple wins are established may be displayed with individual win arrangements 

20 being displayed sequentially. 

Thus, the win lines are displayed sequentially according to the established individual 
arrangements. That is, each win line is displayed visually with a time delay and this allows the 
player to grasp more easily which win line is established compared to when all the win lines are 
displayed simultaneously. As a result the player's interest in the game is aroused. 



{M:\9868\0m896\00034026.DOC llllillHHHIUU } - 17 - 



The characteristic operations of the present invention as described above are carried out by 
executing a control program by a computer. The control program reads a series of operations into 
a computer at the start of a game and turns them into executable commands wherein the series 
comprises the following operations: executing a changing display in which multiple static symbols 
displayed in multiple areas are changing constantly to various symbols including a wild symbol, 
and a static display in which the symbols in the changing display become static again in the 
multiple areas; determining a static symbol in each display area; recognizing the arrangement of 
the determined symbols; and executing a visual display of arranged symbols and the win lines that 
are related to multiple winning arrangements of symbols when the pre-determined combinations of 
the symbols are arranged in such a way that multiple wins are established by including at least one 
wild symbol. 

Thus, the symbols of the pre-determined arrangement or the win line related to these 
symbols are displayed visually, when the arrangements of the symbols that are determined by the 
static symbol determining module, regardless of whether the symbols are displayed statically or 
not, form a pre-determined combination of symbols arranged in such a way that multiple wins are 
established by including at least one wild symbol. By these displays, the player can easily 
recognize not only when there is a win but also the winning combination and arrangement of the 
symbols that established the win. As a result, the interest of the player in the game is aroused. 

The above mentioned program can be obtained in a recorded state in memory media such 
as CD-ROM, DVD, or the like. These programs can be obtained also by receiving the signals 
from a computer that is a data transmitting device through communication networks such as public 
telephone lines, private telephone lines, cable television lines, and wireless communication lines. 
These signals are the computer data signals embodied in a pre-determined carrier wave containing 
the program. When transmitting the program, only a part of the program needs to be transmitted 
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via the media. That is, it is not necessary that all the data constituting the program be in the media 
at one time. Further, the methods for transmitting the program from the computer include cases 
where the data constituting the program are transmitted either continuously or discontinuously. 

Possible methods for visually indicating the symbols associated with wins include: (1) 

5 displaying the symbols sharing the wild symbol in animation; (2) using no animation for symbols 
that share wild symbols but the symbols that do not share a wild symbol are made less conspicuous 
(for example by shutting off or reducing the back light); and (3) using no animation for the 
symbols sharing a wild symbol but using animation to make these symbols more conspicuous (for 
example by surrounding these symbols with bright star designs in animation). Further, other 

10 animations and changes in symbol design, such as a fade in, fade out, enlargement, size reduction, 
rotation, and the like of the symbols may be carried out. 

Still further, possible methods for demonstrating the win lines visually include: (1) 
displaying the line tags of the win lines in animation; (2) changing the color of the line tags of the 
win lines; (3) displaying words such as "With Wild" on the line tags of the win lines. 

15 

ADVANTAGES OF THE PRESENT INVENTION 

As explained above, the game machine in the present invention includes: a display module 
that is capable of displaying a changing display with the start of a game, wherein multiple numbers 
of static symbols displayed in multiple areas are changing constantly to various symbols including a 
20 wild symbol, and that is also capable of displaying a static display wherein the symbols in the 
changing display become static again in the multiple areas; an evaluation module that can recognize 
the arrangements of the static symbols; and a display mechanism that displays visually the 
arrangement of symbols by which multiple wins are established, and a win line which is related to 
such an arrangement of symbols, when the evaluation module recognizes the pre-determined 
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arrangement of symbols, in which at least one wild symbol is included, and determines that 
multiple wins are established. 

Thus, the game machine in the present invention provides a visual display of the symbols of 
the pre-determined arrangement or the win lines related to these symbols, when the arrangement of 
5 the symbols is a pre-determined combination of symbols arranged in such a way that multiple wins 
are established by including at least one wild symbol. By these displays, the player can easily 
recognize that only the win but also the winning combination and arrangement of the symbols. As 
a result, the interest of the player in the game is aroused. 
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